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TEHMS AND CONDITIONS OF SALE AND LICENSE OF TANDY COMPUTER SOFTWARE PURCHASED 

AND LICENSED FROM RADIO SHACK COMPANY-CWNED COMPUTER CENTERS. RETAIL STORES 

AND RADIO SHACK FRANCHISEES OR DEALERS AT THEIR AUTHORIZED LOCATIONS 

USA LIMITED WARRANTY 

TANDY Software ■& licensed on in "AS IS" boss, withoul warranty. Th» original CUSTOMER'S axdusive 
rwnarjy, In lh© evoni or a. Software manulaciLJinng defaei. la rts repair at (BpUcafnant within thirty (30) 
calendar days of iha dale at Una Radra Shar* sales dQcumenl received upon license of 1he Software The 
dsfecJive Software shaJl be returned to a Raoxi' Shack Computer Center, a Radio Shack retail store, a 
oartic-iiat™ Radio Shack franchisee or a partiapasmg Radio Shack dealer along with the sates document 

EXCEPT AS PROVIDED HEREIN, RADIO SHACK HAKES NO EXPRESS WARRANTIES. AND ANY 
IMPLIED WARRANTY OF MERCHANTABILITY OR FITNESS FOR A PARTICULAR PURPOSE IS 
LIMITED IN ITS DURATION TO THE DURATION OF THE WRITTEN LIMITED WARRANTIES SET FORTH 



Some steles do not allow limitations on how long an implied warranty lasts, so tne above llmitation[g| may 
not apply 10 CUSTOMER. 

RADIO SHACK SHALL HAVE NO LIABILITY OH RESPONSIBILITY TO CUSTOMER OR ANY OTHER 
PERSON OR ENTITY WITH RESPECT TO ANY LIABILITY, LOSS OR DAMAGE CAUSED OR ALLEGED 
TO BE CAUSED DIRECTLY OR INDIRECTLY BY "SOFTWARE" LICENSED OR FURNISHED BY RADIO 
SHACK. INCLUDING, BUT NOT LIMITED TO. ANY INTERRUPTION OF SERVICE, LOSS OF BUSINESS 
OH ANTrCIPATORY PHQf ITS OR INDIRECT, SPECIAL, OR CONSEQUENTIAL DAMAGES. 

Some states do not allow the limitation a* Exclusion erf .incidental & consequential! damages so tne above 
iimrtatlon(a) or en:ctuBirjn(sj may not apply to CUSTOMER 

SOFTWARE LICENSE 

RADIO SHACK grants to CUSTOMER a non-exclusive, paid up I cense to us* ttie Tandy 
Software on one computer, subject to the following provisions: 
A. Except as otherwise provided In this Software License, applicable copyright Laws snail 

apply to the Software. 
8. Title to the medium on which The Software is recorded is transferred to CUSTOMER, 

but not title to the Software. 
C. CUSTOMER shall not use. make, manufacture, or reproduce copies of Software 

except for use on on* computer anc as is speciKcaMy provided in this Software 

License. Customer is expressly prohibited from disassembling the Software, 
D CUSTOMER is permitted to make additional copies of the Software only for backup or 

archival purposes or IF additional copies are required in the operation or on* computer 

with the Software, but only to the extent the Software allows a backup copy fa be 

made. 
E. All copyright notices shall be retained on alii copies of the Software, 

The warranties aranjed herein give the original CUSTOMER specific legal rights, and 
the original CUSTOMER mey have other rights which very tram slate to state. 49.7 
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Al I portions of this software are copyrighted and are the proprietary and trade secret 
information of Tandy Corporation and/or its licensor. Use, reproduction or 
publication of any portion of this material without the prior written authorization by 
Tandy Corporation is strictly prohibited. 
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Reproduction or use, without express written permission from Tandy Corporation 
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Tandy corporation and/or its licensor assumes no liability resulting from any error 
or omissions in this manual, or from the use of the information contained herein. 
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Introduction 

In A Mazing World of Malcom Mortar you become B. Rick, the 
apprentice bricklayer, working at the renovation site of a huge 
mansion. 

Under the weight of a load of bricks and dynamite for the grizzled 
master bricklayer in the basement, you wind your way down 
through a myriad of passages. Suddenly, there's a shout from your 
ill tempered foreman, the deafening crash of breaking masonry 
above, and the awareness of a searing pain in your head. For a 
moment everything goes completely black. 

Then a shuffling sound down the corridor focuses your attention 
and the fog slowly lifts from your mind. You push the fallen rubble 
aside, stand up and look around in astonishment; the mansion has 
become sinister and labyrinthine. Again you hear a shuffling sound 
and turn just in time to see a strange, fuzzy creature armed with 
poisoned quills jump out from behind a corner. Running down the 
corridor you somehow know this is all a creation of your 
unconscious mind. The bearded master bricklayer is now a hostile 
fuzzy creature, the mansion is now an endless series of mazes, and 
your foreman has become the evil Malcom Mortar, Master of the 
Mansion Maze. 



Getting Started 
Required Equipment 

To play A Mazing World of Malcom Mortar, you will need the 
following equipment: 

• Color Computer 3 with at least 1 28k of memory 

• Color Monitor or Television (monitor recommended) 

Use of a joystick is recommended but not required. 
Setting Up 



WARNING 

Always be sure the Color Computer 3 is OFF 
before inserting or removing a Program Pak", 



Insert the A Mazing World of Malcom Mortar Program Pak ™ , label 
skJe up, into the slot on the right side of the computer. 



If you will be using a joystick, it should be connected to the right 
joystick port on the back of the computer. Also, connect and turn 
on the color monitor or television. 

Finally, turn on the computer. The game screen of A Mazing World 
of Malcom Mortar appears. 

The Game Screen 

The game screen is divided into two portions, the Maze Display and 
the Scoreboard display. 

The Maze Display, making up the left portion of the game screen, 
provides your window into the action taking place within the maze. 

The Scoreboard Display is found in the right portion of the game 
screen and contains the following: 

• your current score 

• your current brick count 

• your current dynamite count 

• your current magic brick count 



Game Controls 

The game initializes for use with an RGB analog color monitor and 
a joystick. The following controls allow you to configure the game 
for your computer (Note; to prevent accidental changes, these keys 
are not active during game play): 

RF| Changes monitor type (RGB or television) 

[ j ] Selects Joystick Control mode 

[ K | Selects Keyboard Control mode 

Other game controls include: 

[~s~| Toggles sound on or off (default is on) 

[ alt | Pauses or resumes game play 

{ break I (or firebutton) Begins game play 



Objectives 

Play begins at the entrance to the lair of the evil Malcom Mortar, and 
it is within this lair that you will attempt to construct a trap for him. 
The lair itself is a great cavernous hall filled only with brick pillars. 
By laying magic bricks between these pillars, which are picked up 
during your ventures through the mazes, you create a maze of your 
own within which you must trap the evil Master to win. 

As you pass through the trap door at the lair's exit, you will drop 
into your first maze. Three such mazes must be successfully 
traversed before you will again find the entrance to the lair, and each 
succeeding set of mazes will escalate the level of difficulty. 

Every maze has a single main hall between its entrance and exit 
from which many winding passages, rooms, and dead ends branch. 
To successfully traverse a maze, you must discover the main hall 
and then trap the Borehead and all the fuzzy creatures in its 
adjoining passages. When the Borehead and all Fuzzies have been 
trapped, and the main hall is clear of bricks from entrance to exit, 
the trap door at the exit will open allowing you to pass to the next 
round. 



B. Rick 

B. Rick, the apprentice bricklayer, needs your help! In order to 
recover from the blow to his head, he must trap all the creatures in 
Malcom's sinister world, including Malcom himself. You must direct 
B. Rick through the various mazes, and trap all the creatures using 
bricks, magic bricks and, ff necessary, dynamite. 




f 



Controlling B. Rick Using a Joystick 

If you selected the Joystick Control Mode, the joystick is used to 
direct B. Rick through the mazes. Moving the joystick partially up, 
down, left or right will correspondingly alter the direction that B. Rick 
is facing. Moving the joystick to the extreme up, down, left or right 
will move B. Rick in the direction he is facing. 

Other controls in this mode Include: 

j F1 ] (or firebutton) To build a brick wall 

{W} To convert a brick wall to a permanent wall 

j spacebar"! To drop a stick of dynamite 

Controlling B. Rick Using the Keyboard 

If you selected the Keyboard Mode, the keyboard is used to direct 
B. Rick through the mazes. A quick press of an arrow key will 
correspondingly alter the direction that B. Rick is facing. Pressing 
and holding these keys will moveB. Rick in the direction he is facing. 



Other controls in this mode include: 

I Ft I (or firebutton) To build a brick wall 

t F2l To convert a brick wall to a permanent wall 



1 spacebarI To drop a stick of dynamite 



Bricks, Brick Walls and Permanent Walls 

Brick walls are built using bricks from the brick pile. Picking up the 
single grey colored brick when it appears in the maze adds a 
number of bricks to the pile equal to five plus the current game level. 
If B. Rick is ever caught in the maze without bricks, either in the brick 
pile or In the maze, then the trap door at the exit can never be 
opened and the game ends. 

To build a brick wall, position B. Rick so that he is looking toward 
the area where the wall is to be placed and press the fire button (or 
the I fi I key). A brick wall will appear on the display in grey and 
one brick will be removed from the brick pile. Brick walls can be 
used both offensively and defensively and may be destroyed by 
dynamite. 



To build a permanent wall, position B. Rick so that he is looking at 
a grey brick wall and press [ F2 1 . The grey brick wall will change 
to a permanent red wall and one brick will be removed from the 
brick pile. Permanent walls can only be used offensively and may 
not be destroyed once they are created. If B. Rick ever traps himself 
behind a permanent wall or builds a permanent wall in the main hall, 
then the trap door at the exit can never be opened and the game 
ends. 

Dynamite 

Dynamite may be used to destroy brick walls that were placed either 
inadvertently or as a defense against attacking Fuzzies. Picking up 
the single red stick of dynamite when it appears in the maze adds 
a number of sticks to the dynamite pile equal to the current game 
level. 

To destroy a brick wall using dynamite, position B. Rick so that he 
is beside and facing in the direction of the brick wall you want to 
destroy and press the I spacebar! . A burning stick of dynamite 
will appear on the wall, then explode and destroy it. If B. Rick is ever 
trapped behind a brick wall without dynamite, either in the dynamite 
pile or in the maze, then the trap door at the exit can never be 
opened and the game ends. 



Permanent and magic brick walls cannot be destroyed by dynamite. 
Magic Bricks and Magic Brick Walls 

Magic brick walls are built using bricks from the magic brick pile. 

Picking up the single yellow brick when rt appears in the maze adds 
one brick to the pile. 

To construct a magic brick wall, position B. Rick so that he is facing 
the area where the wall is to be placed and press the fire button (or 
the L Fi ] key). A yellow brick wall will appear on the display and the 
magicorick pile will be reduced by one brick. Magic brick walls may 
only be built between pillars or between a pillar and a wall of 
Malcom's lair. All bricks in the magic brick pile must be laid in the 
lair before the exit door will open and allow B. Rick to pass to the 
next round. 



Fuzzies 

Fuzzies are the malevolent servants of the evil Malcom Mortar who 
single-mind edly hunt the mazes for B, Rick and, upon finding him, 
attack by throwing their poison quills. If B. Rick is hit by a quill, your 
score is reduced by an amount dependent on the current game 
level. The number of Fuzzies in a maze also increases with the 
current game level. 

In addition to averting their attacks, B. Rick must trap each of the 
Fuzzies in one of the rooms or passages adjoining the main hall 
before the exit door will open to allow him to pass to the next round. 




The Borehead 



The Borehead is the mechanical minion of Malcom Mortar created 
by his master to roam the mazes in search of trapped Fuzzies who 
it frees by boring through the brick walls entrapping them. Timid 
and fearful of B. Rick, he will avoid B. Rick whenever possible. 

As with the Fuzzies, the Borehead must be trapped in a room or 
passage adjoining the main hall before the exit door will open 
allowing B. Rick to pass to the next round. 




Malcom Mortar 

Malcom Mortar is the master of the mansion mazes, and it is within 
his lair that the ultimate contest is waged between he and B. Rick. 
His sole intent is to inflict his fatal touch on B. Rick. At the same time, 
B. Rick must construct a trap of magic brick walls around Malcom 
while averting Malcom' s attacks. 




Scoring Points and Winning the Game 

Each time you succeed in leaving a maze, you are awarded points. 
The following table describes how many points you receive: 

Normal bricks 5 points each 

Dynamite sticks 5 points each 

Magic bricks 10 points each 

Exiting a maze 25 x current level 

Exiting the lair 25 x current level 

To win the game, you must trap Malcom in his lair by building an 
enclosure of magic bricks, leading Malcom into the enclosure, 
getting out, and finally, sealing Malcom in. 

If you succeed in winning the game, you will receive bonus points 
for using the least amount of magic bricks. The bonus starts at 5000 
points, and decreases by 50 points for each magic brick used. If 
your resulting score is higher than the current high score displayed, 
your score will become the high score. 
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A Mazing World of Malcom Mortar 

In A Mazing Wof Id of Malcom Mortar you become B. Rick, the apprentice bricklayer, 
working at the renovation site of a huge mansion. 

Under the weight of a load of bricks and dynamite for the grizzled master bricklayer 
in the basement, you wind your way down through a myriad of passages. Suddenly, 
there's a shout from your ill tempered foreman, the deafening crash of breaking 
masonry above, and the awareness of a searing pain in your head. For a moment 
everything goes completely black. 

To enter Malcom 's world, you will need: 

• Tandy Color Computer 3 with 128k of memory 

• Televl si o n or mon ito r 



The use of a joystick is suggested. 
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